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FOTE 2008
Summary
http://www.fote2008.com/ 
FOTE, organised by University of London Computer Centre (ULCC), took place on Friday 
3 October 2008 at Imperial College, London. To help address the concept of the future of 
technology in education, the event gathered some of the leading technology organisations 
and academic practitioners in the UK.
The Speakers
Samantha Peter – Cloud Computing 
Pauline Randall – Do I Really Need A Second Life?
Tim Marshall – Visions of the Future
Ian Forrester – Why Portability Matters
James Broad – Web Technologies
Philip Butler – Personalisation
Maria Illia – Shared Services
Miles Metcalfe – Campus of the Future
John Hickey – Building 21st Century Learning Environments
Harold Fricker – Mobile Technology
Tom Abbott – Creativity and Media Production, Moving Beyond the Lecture Theatre
Alastair Mitchell – Social Collaboration Tools for Staff and Students
The meeting was opened by David Rippon, Director of ULCC. David said that the pace of 
technology change is increasing inexorably – our challenge is to decide how to face that 
change. The speakers would take us through the changes and help us decide how to face 
them.
David held up ULCC itself as an illustration. The organisation is 40 years old and has been 
providing IT services to the university all that time. It also provides to the private and public 
sectors, so as to maintain an awareness of technical trends across the entire spectrum. A 
wide range of services attracts a wide range of clients. To succeed, ULCC must take time 
and effort to understand customers’ requirements before proposing solutions. It maintains 
awareness of technology transfer, and keeps abreast of changing technology and of issues 
facing customers so as to provide services properly. Conferences like FOTE are part of 
sharing the knowledge and experience that benefit all of us.
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Sam Peters – Google Apps for Education, EMEA
Cloud Computing
Samantha is focused on building partnerships with Educational Institutes within 
EMEA, primarily by positioning Google Apps for Education to the Education 
community. Prior to joining Google she spent seven years at Bloomberg LP, a leading 
Financial Services provider. At Bloomberg, Samantha managed the sales teams that 
covered Switzerland and Monaco. She was also responsible for developing the sales 
strategy for penetrating the energy markets in EMEA. Samantha holds an MSc in 
International Business from King’s College London and a BSc in Biotechnology from 
University College London.
Many of us are in the cloud but do not realise it: we may use Google Mail or Hotmail or 
Yahoo for email; we may share photos with Flickr or Picasso; our favourite restaurants may 
be available on Google Maps.
There are three vectors of innovation: 1. falling costs of storage for increasing amounts of 
available space; 2. broadband becoming ubiquitous (60% of European mobile phones are 
predicted to be 3G-compliant by 2010); 3. increasing amount of content (120,000 new 
blogs every day; 11,000 hours of video; 3.7m photos on Flickr). The revolution is not at the 
margins of society, it’s here now and we are all part of it.
Enterprise technology has struggled to keep up with this innovation in consumer space. It is 
complex, hard to maintain and difficult to deploy. A lot of money is being spent just to keep 
the lights on – to keep things up and running. This leaves little for innovation.
Collaboration is challenging – most tools are built for individual productivity but it is 
becoming more important to work in groups.
Google brings individual tools to the enterprise: Google Mail, Google Chat, Google 
Documents. All sit in the cloud and can be used by students, and can be plugged into your 
system under your brand. The key advantages: 1. You get to leverage the infrastructure (i.e. 
the very reliable Google infrastructure). 2. Collaboration is enabled in a way that wasn’t 
possible before: your document sits in the cloud and everyone can get at it, collaborating 
in real time. 3. Innovation: you are no longer reliant on the software cycle to get new 
enhancements – innovation is delivered in smaller, quicker chunks more frequently.
This is not without challenges. A mindset change is needed.
In 2010 it is predicted 20% of all business apps will be in the cloud. Companies must focus 
on their core business to succeed in this competitive world. Employees, teachers and faculty 
students need better tools and will get their own if you don’t supply them. The move to the 
cloud is imminent – it is a case of when, not if.
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Pauline Randall – Managing Director, virtual-e
Do I Really Need A Second Life?
Pauline started her career in the hotel industry, spent time working with a design 
consultancy and then moved into retail with Sainsbury’s. This led to a transfer to 
the training side of the business where she found her niche. During this period 
she gained a degree in Life Sciences from the Open University. From Sainsbury’s 
she spent 15 years as a Partner in Randall Consultancy, a management training 
and development organisation. As part of her personal development she studied 
for and was awarded a Postgraduate Diploma (Distinction) in Administration and 
Information Management. A move into the more formal side of education brought 
her to Further Education in Scotland where she specialised in virtual learning 
environments and advising academic staff on the use of ICT in the curriculum. 
 
Pauline is particularly interested in the development and use of new technologies 
in education and training. She is a listed Second Life Solution Provider and has 
carried out virtual world developments for several organisations including a market 
research company in Florida, the Wales Museums and Libraries (CyMAL) and 
Imperial College London, and on-going projects for Ashridge Business School and 
the University of Hawaii. She has recently completed a postgraduate course on 
teaching and learning in Second Life with Boise State University, Idaho.
Virtual-E is looking at how to engage students in using Second Life, opening it up for 
education purposes.
A typical real world classroom has chairs, rows of desks, and a black or whiteboard. A 
Second Life classroom is much the same, yet it is silly to take a real world thing and just 
translate it virtually. One can do more with the environment.
If you are in Second Life, what are you doing there? Are you just there because everyone 
else is? This is like the early days of the Internet, just going with the sheep. What are you 
trying to achieve in your virtual world? Is it something you can’t do in real life?
Students won’t be entranced by Powerpoint slides in Second Life. They want things to be 
fast moving and interactive.
Could your teaching in Second Life be done more effectively with another tool? A web 
page? A VLE? Second Life is only one tool in the box. You need to use the one that is most 
appropriate.
Virtual-E is currently working with a real business school. They have recreated the physical 
building as a starting point in Second Life but are then looking at other tools. Students at 
the business school tend to be (for example) high flying executives who don’t spend much 
time in the actual school. Second Life is being used to bring them together with their fellow 
students in a more immersive environment.
Virtual-E is also developing immersive workshops in Second Life with the Scottish RSCs.
Hints for engaging students in Second Life: give them a clear purpose to being there and 
make clear what is expected of them once they are there. If you are not clear, they won’t 
be either. Make it interesting and challenging. Give them an induction (don’t assume that just 
because they do games they will adjust automatically) and give them something challenging 
to do. Have clear outcomes as to the expected end product. Are they expected to have 
found something? Do a report?
Take the example of a business study. In the real world you can give it to students and have 
them analyse it. This is boring, so create a scenario in Second Life instead. Create a coffee 
shop and embed all the information about the business – for example, pick up a muffin and 
it tells you the unit costs. All the information about the business study is contained within 
this area and students need to look for it in sensible places and pull things together. Make 
the students think and then write up the study.
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Or you could build more scripting in so that student A gets different figures to student B. 
Or a group needs to work together to pull the information and discuss it. 
Proper induction is key. Getting proficient in Second Life requires someone to be interested 
enough to take some hours to get a reasonable amount of experience, so one can’t just 
drop students in from scratch and expect them adjust.
Don’t make activities too simple – think what students engage with in World of Warcraft or 
any other game. It is complex.
Ask students for help. Teachers can be loath to use technology because they don’t quite 
understand it. Students will see their weakness. So, ask students what they might do. Use 
their ideas and keenness to get involved. Some may want to do scripting or building in 
Second Life. They are a good resource that you should use. Second Life is more engaging to 
them if it comes from their perspective. You could get each year to do something for the 
year after theirs.
Be creative. Second Life is a great environment for things that are too expensive or 
complex or impossible to do in real life.
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Tim Marshall – CEO, JANET(UK)
Visions of the Future
Tim started his career in BBC TV, winning awards as an OB TV Producer and rising 
to become Head of Events and Assistant Head of Sports and Events Group where 
he was responsible for the coverage of major national events as well as sports, 
factual and entertainment content. In 1990 he moved to Walt Disney as Senior 
Vice-President and MD of Buena Vista Productions, where he was responsible 
for all international production of TV and new media including a wide variety of 
educational, factual and fiction content. In 2000 Tim became Chief Operating 
Officer of a new dotcom, Wide Learning, a company producing online financial 
and regulatory e-learning content as well as developing a bespoke Learning and 
Content Management System. In March 2005 he became CEO at JANET(UK), 
the organisation responsible for providing JANET, the UK’s powerful world class 
research, learning and education network. He is a graduate of Southampton 
University in Sociology, a Fellow of the Royal Society of Arts, and Member of the 
British Computer Society and the Royal Television Society.
Technology is changing too fast to keep up with, but the users of tomorrow must still 
be trained. It is a big challenge. New technological abilities will undermine our very 
presumptions about how we do things.
Post-production no longer requires a specialised editing suite; it can be done on a computer 
by any of us, and the same technology is being used by kids for communication and sharing.
IPTV not a closed loop like TV with licences etc. It is anarchic and can be picked up 
anywhere on the web.
Future opportunities? Communicating messages: Loughborough’s recent HD Real Varsity 
match, 4.5 hours of as-live broadcast, was done by students in their spare time. Sharing. 
Teaching: students can get at rare manuscripts that they can’t handle physically. Research: 
marine scientists have HD cameras on the seabed, collecting data for analysis. Creating: 
media industries are a key part of our economy. Innovation: all this gets us out of our 
comfort zones (especially in a credit crunch) which always leads to invention.
Challenges? Money: shared services are one solution to this. “Old farts” in the industry who 
are not driving forward progress, or are stopping it altogether. More and more production 
resources required, which brings us back to innovation. Leadership: there is a great talent 
for producing material among students but a gap in the market for leadership to bring them 
together outside their institutions.
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Ian Forrester – Head of BBC Backstage
Why Portability Matters
Ian heads up the BBC’s Backstage, a developer/designer network like no other. His 
role includes working with internal and external developers/designers to express 
their creativity through BBC feeds and APIs. Backstage makes available as much 
BBC data as possible for any member of the public to republish, remix and mash-
up under a non-commercial license. Ian is also well known for geek social events, 
including London Geekdinners, BarCampLondon, Hackday, Mashed, Edinburgh 
TV Un-Festival and recently Over the Air. He is currently masterminding plans for 
something which will raise the profile of development and geeks in the UK, a series 
of Backstage outreach events, and is a founder of the dataportability.org group. 
Somehow, Ian finds time to blog online regularly at his personal blog cubicgarden.
com.
The Web is no longer about static pages – it is now social. This brings new issues to bear 
including cloud computing and Second Life.
It is a user controlled revolution. Broadcasters must give up some powers and move on – 
let the user take control.
We are heading towards a scary future where content is digitally locked up forever and 
can’t be unlocked without breaking the law. You need to make sure all your content – 
profiles, relationships etc. – are under your control. Only use services with APIs so you can 
get the data out again. Learn to spot the phishing, e.g. a site that claims to convert your 
address book to another format. There are also rights and policy issues.
The user has rights online and these should be exercised.
The solution – permission based systems. When you use a service you get to say what it 
can do, e.g. Facebook. Anyone who says identity is easy is lying – it’s complicated.
Cloud computing – Amazon has provided web services for a long time for developers. 
Google too, e.g. Chrome, and also Microsoft. Notebooks are cloud machines – very little 
storage themselves but need to hook up to the cloud. But the cloud can be a trap too. 
The BBC recently did a concert in Second Life for Radio 1 but then wanted to re-render 
with a high res version to run on TV. This wasn’t possible. Yahoo Photos recently shut down 
and allowed you to transfer your content to other services like Flickr, which was a great 
advantage; by contrast, Epson didn’t offer that option – you had to download each photo 
one by one. Blip.tv automatically archives your content so even if the service disappears 
your content will still be available.
Data must be portable. Users should be able to licence their content and specify the uses 
it’s put to. Use creative commons licence wherever possible and use services that allow this, 
as well as the addition of difference licences. Read the end-user agreement when you use a 
service. Original Chrome licence claimed ownership of everything you did in their browser; 
public pressure made it admit this was a mistake and change it.
Users should be able to delete all traces of themselves. It doesn’t currently work that way. 
Deleting yourself can cause the links in a social network to go haywire (at least, that was 
Facebook’s excuse until they were overruled).
Another downside of the cloud is that servers must be running constantly – can’t afford 
downtime. Be careful in the cloud – someone recently sent details of how to collaborate on 
a document to the wrong email address, i.e. a third party.
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James Broad – Yahoo! Web Developer
Web Technologies
A web developer working at Yahoo!, for finance.yahoo.com and the Yahoo Developer 
Network, James has been developing websites for over five years and has an 
expressed interest in the semantic web. He can be found contributing and sharing 
his knowledge through his personal blog at carbonsilk.com.
Everything is now moving to an open arena – there are no walled gardens. 
Users just want to share.
10 years ago the web was a new world, a new paradigm, but it was read-
only. 45m global users. Managers wanted web pages for their enterprises 
but had no idea what to put on them.
Portals were developed to bring lots of information together. Javascript created a whole 
different web with more interaction. We now have got php and jango.
Communities have formed e.g. Second Life where people can associate and familiarise 
themselves with the environment. 100 years ago a limited set of people would meet in a 
public house. Now it is many more people meeting from around the world.
You now get information you want to see, not what you are told to see. Once Encarta 
was the main source of information – a big single source of information fed to us. Now 
Wikipedia is a decentralised source of information. You can add your own applications to 
Facebook.
Yahoo now has 1.46 billion users. It has an open focus to make it easy for developers to 
build things to move forwards. A new API lets you query and order Yahoo services. User-
specific content is fed to you; for example, job vacancies in a company that you email. Open 
source is growing and growing. Yahoo uses an almost completely open source stack of 
technologies – PSP, Perl.
The web of tomorrow will be taken for granted, like now. 3 billion users in the next few 
years. The web is more and more focused on users. There will be more in-points and out-
points to the web – you won’t have to sit in front of your computer. For example, you could 
point your iPhone at someone and get information about them.
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Philip Butler – Senior e-Learning Advisor, ULCC
Personalisation of Learning
Philip worked in the post-16 education sector as a teacher and manager for 25 
years and developed a strong interest in Technology Enhanced Learning. He was 
amongst the founding members of JISC Regional Support Centre for London and 
helped establish it as a widely recognised centre of excellence and expertise. As a 
Senior e-Learning Adviser, his main interest and responsibility was for developing 
regional strategies that support the effective use of Virtual Learning Environments 
and e-Learning. He now works for the University of London Computer Centre and 
has worked as a consultant on several major projects for national advisory boards 
with JISC, NIACE, BECTA, NLN, etc. along with presenting at regional and national 
conferences in the UK and India.
Technology in the future will be something that does what it is meant to when the user 
wants it to, and will be completely invisible.
A teacher recently created material online and students worked on it over the holiday 
break. This kept them retained and engaged rather than losing touch while away from 
college.
A tutor sees students 15-20 minutes a term if they are lucky, and looks at their paper files 
15 minutes before he sees them. There is a need to design learning activities that make 
effective use of learning and pedagogy. We are no longer looking at individual learning but 
at social communities learning. The issue is no longer accessing information but processing 
it. Wikipedia isn’t always genuine information. The expectation is no longer about passive 
learning when the institution says; it’s learning when we want to learn in our own way.
Many students now carry on them more technology than they find in the college where 
they are going to get their education. Place the learner in the centre and let them 
seamlessly access the tools and technology around them.
ULCC has created a personalisation module – a framework using existing technology. 
Moodle is used as the framework for a learning environment, giving you a personal learning 
plan within the VLE when you log on. You no longer have to look up your notes – they are 
there whenever you log on. You can keep track of it and so can your tutor. The framework 
is defined by ownership. The learner is in control. You can get monthly attendance averages 
and put down your goals and barriers to learning (after negotiation with the tutor). You 
manage learning opportunities.
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Maria Illia – Business Development Manager, LMN
Shared Services
In the past five years Maria has worked as an education management professional, 
specialising in new business development and partnership deals and devising value-
adding services for the education and public sectors. At present she is Business 
Development Manager at the London Metropolitan Network, which provides fast 
and secure communication links, IT services and related training for London’s 
academic community. Prior to that she worked as Director of Neuroscience 
Research at University College London and with a biotech company owned by 
King’s College London. Maria was trained in business consultancy at the London 
Technology Network of the London Business School. She has a PhD in Behavioural 
Neuroscience from University College London, a BSc in Biomedical Sciences from 
Kingston University, and is a Visiting Lecturer at University of London.
LMN is a community of IT managers in London. It serves 150+ establishments and is 
growing on a daily basis. Over 1m students and staff are served on a daily basis.
About 5 years ago LMN started looking at adding a service module to help members 
engage with future technologies. A survey was taken to establish the key requirements of 
the community. Members were keen to have access to advanced data backup and storage to 
ensure integrity of data.
Research was conducted in the community with potential exterior partners. It was clear 
LMN needed a tried, tested and flexible solution that would evolve with community 
requirements. Discussions were held with potential suppliers over 6 months. Some 
suppliers were unwilling to take the risk of developing a service without a guarantee of 
being used at the end. The chosen supplier was willing to work with LMN as a partner, 
not just a supplier. The service had to run without degradation to the network and in 
accordance with existing infrastructure. It had to be provided at a cost effective level for 
member organisations and evidently be value for money. LMN had to be adding value for 
its members. The service contract was used as a template for all members to reduce legal 
costs.
A 3-6 month pilot agreed. London Business School and Birkbeck became the test centres. 
A steering group was set up within LMN to act as a forum for views within all parts of the 
community on secure data storage and online backup. The service was also reviewed by 
legal teams.
A business model had to be developed to offer services cost effectively. By being a non-
profit organisation LMN was able to make a 40% discount achievable for its members. 
Discounts increase with number of members.
The survey ran from April – September 2004. Over 25% of the community are now using 
the service. LMN provides cost saving through collaboration and aggregation. It is offering 
the community a saving of £1.2m p.a. for its backup service alone. This is in accordance with 
the government drive to provide savings to the public sector through shared services.
The SLA is purposeful – it includes performance indicators and a constant review of 
performance, plus scalable discounts based on number of members.
Lessons learnt: the requirement was clearly established and communicated. A business 
case stating risks and benefits. A steering committee from within the user community. It 
measures and tracks service levels including setup, training and support. Regular reviews of 
provider contracts to ensure quality of service and best value for money.
Who benefits? LMN is for all London establishments with scope to support the community 
and public, not just universities. It is offering services to museums, libraries, LAs and 
professional societies. It offers a networked backup service, email filtering, safe and secure 
disposal of IT equipment, and training in Cisco courses, all discounted. Staff development 
events help it keep abreast of members’ demands. Collaboration and development 
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platforms are being piloted, using secure sharing and trunking of business information, 
and a podcast service. The true value of the service is its innovative SLA between the 
public sector and outsourced suppliers which shows how outsourcing can be effective and 
sustainable.
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Miles Metcalfe – Head of IT Research and Development, 
Ravensbourne College
Campus of the Future
Miles is responsible for Ravensbourne College’s IT strategy and for developing 
the technical resources the institution needs to face the challenges of creative 
technology in the 21st century. His areas of interest are user-owned technology, 
equality, mobility, and the cloud
Ravensbourne College is moving location in 2010 to a purpose-
built college for the twenty first century. This presents a great opportunity to do things 
differently.
Technology is user-owned, and on commodity-owned computing you can do what you 
used to have to spend millions on. It is a mass democritisation of creativity. There is an 
economic reason for user-owned technology – if students are buying their own computers, 
IT Services save money.
The new physical college building has learning spaces and serendipitous commons; it is 
built like a Mediterranean hillside city, with the same underlying idea of mirror doors and 
overlooks where you get to see what other people are doing. Design and communication 
have been transformed by computers.
What else can IT Services add value to? The money currently being spent on computer 
barns can be spent on subsidising personal technology. Higher-end equipment can be 
provided that can be integrated with a user-owned workflow; for example, adding services 
that are not available on a laptop. Open source, non-proprietary software can be loaned to 
students.
IT Support is no longer an enterprise function with all decisions approved by senior 
managers. Not long ago user choices didn’t matter – senior managers decided, or else. That 
is gone now. What is the function of IT Services?
As learners become practitioners there is a need to negotiate a public identity. IT 
Services need to integrate extra-institutional practice into institution-bound learning, for 
example students’ MySpace pages. Learners bring a personal part of their environment 
into the personal learning space and integrate it with services provided by the college. IT 
departments are good at making a silk purse out of a pig’s ear.
Open ID is better for authentication than Shibboleth because it’s about a user’s identity, not 
institutional identity.
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John Hickey – Senior Manager Higher Education (EMEA), Apple
Building 21st Century Learning 
Environments 
John has expertise in designing enterprise services to support 21st century learning 
environments. He also has a strong background working with information security. 
Prior to working at Apple, John worked in both Academic and Administrative 
computing services for private universities in the United States. For the past 14 
years he has worked with higher education customers in US as an Apple System 
Engineer.
Apple’s iTunes U (http://www.apple.com/education/itunesu_
mobilelearning/itunesu.html) is a prime example of what a twenty 
first century learning environment can be. iTunes U is both Mac and PC compatible, and 
delivers easy, 24/7 access to educational content from hundreds of top colleges, universities, 
and educationally focused organisations across the country. Content syncs with any iPod or 
iPhone. Schools can open all or part of their content to the public, from parents to alumni 
to anyone else.
A lecturer should function as the guide to knowledge, not the source of knowledge.
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Harold Fricker – e-learning Advisor, RSC South East
Mobile Technology
Harold is one of the UK’s foremost experts in using podcasting to enhance the 
learning experience. Podcasting became an integral part of his teaching practice 
in 2005. His lecturing backgrounds in HE and FE, together with his innovative 
use of technologies in education, give him a special understanding of the way to 
integrate technology to benefit the learner, teaching staff and the organisation. His 
knowledge is focused on crossing the boundaries between practice and theory.
Mobile technologies are not new – they have been around since the early twentieth century 
and maybe the latter nineteenth. They occupy a place that tends to be outside traditional 
teaching and learning, possibly due to the greater need for technical knowhow. Authorship 
by users and audience by and large wasn’t there originally; nor was the idea of having 
learners produce learning material that could be circulated and exchanged in a collaborative 
framework.
The divide lies with analogue and digital technologies. The latter obliterate barriers between 
different types of media with greater ease of usability. Users can produce and intervene 
– they are no longer just an audience. They are now an active audience, no longer just 
consumers but producers who control production, dissemination and sharing of material.
Learner experience has been left out of the equation in the 500 years of university history. 
Now mobile technologies are ubiquitous. This trend will grow exponentially. Mobile 
technologies are already forming an integral part of cultural practice – not just for play and 
leisure but other areas of social life like teaching and learning.
Mobile technologies allow for a different kind of learning. Client-centred theories of old 
can be re-visited using mobile technologies putting the learner into the centre – an active 
participant. In terms of changing or adapting a curriculum that will take mobile technologies 
into account – e.g. mobile fieldwork, some kind of demo that can be recorded in real time 
and transmitted to a group of learners at a distance – that information can be disseminated 
and interpreted in real time, with learners creating their own parallel narrative structures.
Another important aspect of mobile technologies is connection to the job market. The 
job market requires a flexible, creative, media-savvy technology-savvy workforce, working 
outside the traditional boundaries of markets and geography that may have constrained the 
task in the past. As education becomes more and more a consumer experience, equivalent 
to shopping and choosing, so choosing a learning institution becomes part of consumer 
choice. In time the choice that will drive learners to select one organisation as opposed to 
another may be determined to a degree by the amount of technologies that are available 
for them to learn and cope with an ever-increasingly complex job market.
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Tom Abbott – Online Communications Officer,  
University of Warwick
Creativity and Media Production, 
Moving Beyond the Lecture 
Theatre
Tom has responsibility for the development and management of the University of 
Warwick’s external website and provides support for departments in developing 
online communications strategies. Within this role he provides content support for 
the external website and ensures that sites are accurate, usable and accessible 
both in terms of structure and content. Tom oversees the University’s corporate 
identity online and works with departments to ensure that the identity is correctly 
implemented. As part of his role Tom is also responsible for the annual review of the 
University web presence and analysing web usage.
Higher education is in a similar situation to the BBC – on the brink of 
its second great era, substantially different to the kind of environments 
we’ve become used to. We are in a moment of explosive creativity (not all of it brilliant ...).
How do we take all that maverick creativity and make it ordinary? That is, ordinary not in 
the sense of being dull but in the sense of being part of the core – what we are, sustainable.
From a communication perspective it’s about the vision of the organisation or of individuals: 
taking that vision and doing something with it; being prepared to adapt and change. It’s 
about skills. Make it part of everyday life, not another burden on an already burdened time 
schedule.
Lectures are a good way of imparting knowledge but also a fairly old way and not 
necessarily the best way. Filling up YouTube with lectures would be easy but not necessarily 
most effective for this new era.
Warwick has been looking at this with a project that recently ended. Some of the project 
was about Warwick but not of Warwick; content like Sky News came in and told Warwick’s 
story, rather than Warwick doing its own telling. Yet there were also projects that were of 
Warwick, but not necessarily presented in the best way. The need was driven home for a 
tighter network supporting creativity – staff and students and also the end-users, working 
together to create something truly expressive of what Warwick is. This means a challenge of 
more than just filming lectures – digital content must be generated in other ways.
Encouraging creativity means you are happy to make mistakes. If you fail again, fail better. 
Creativity is about being brave, taking risks, letting people do things differently. There are 
many different ways of telling a story. Encourage experimentation, find the right way for the 
right story. The environment must foster creativity. Warwick has Learning Grid (student 
owned) and Teaching Grid (staff owned) and Post-Grad Reading Room – learning spaces 
enabling creativity and different projects. Also a locally designed flat-pack video booth – 
cheap, portable, collapsible, with PC and web gear in it – can be put up anywhere to make 
video capture ubiquitous. Warwick Shoot Out invites students to come up with films, shot 
over a weekend and edited in-camera. This enables skills development, getting students used 
to handling equipment and software. There is also a Warwick Podcast Competition.
In summary: support the extraordinary and the innovators, but build sustainable structures 
for the ordinary.
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Alastair Mitchell – Co-founder & CEO of Huddle.net
Social Collaboration Tools  
for Staff and Students
Since graduating with an MSc in Engineering from Southampton University, where he 
learnt how to build boats and submarines, Alastair has spent the last 10 years in the 
online services industry. During the early years, he helped to build the first online market 
place for the global food commodities market, which provided marketing, auction and 
logistics capabilities to companies across Europe, Africa and the Far East. There he also 
became a professionally trained tea taster. Alastair then moved to dunnhumby, where he 
led the growth of its web-based marketing intelligence product to £20m in three years. 
Alastair joined dunnhumby’s Strategic Management Board in 2005 to head up the 
group’s Shopping Experience practice, a $60m+ business globally.
Old school is everything bad about enterprise IT – arbitrary deadlines and inappropriate 
documented procedures. The new school still has a lot of myths and fictions – the emperor’s 
new clothes. Web 2.0 is one of these – a new way of describing what we already do.
We aren’t reinventing the world – just doing the same things but better with new tools and 
means of information.
There has recently been a massive explosion in the range of tools to use – social 
networking, wikis, project management tools. What should we use? What should we 
recommend to our students?
Actually all we want to do is get people to work together, better. Make the extraordinary 
ordinary, and reduce costs: is it really going to be cheaper or are we just passing costs from 
one place to another?
Collaboration is confusing, complicated, crowded and costly. It isn’t email, wikis, intranets 
or forums. These may be part of it, but need to be used properly. You can’t say “we are 
collaborating because we’ve got a wiki.” Collaboration is email plus intranet plus wiki plus 
forums plus discussions plus voice conferencing plus desktop sharing plus projects plus 
documents ... plus people! People are easily forgotten in the drive for social tools.
Learn from social networks. They have a huge take-up because people like using them and 
they often do much better than the in-house collaboration system. Why do people love 
them and hate what the company uses? Because we work socially. There is a psychological 
element, a work-life balance. Also they connect globally, dispelling the myth of an island 
of information, and are free (or at least low cost). But there is still a need for the boring 
stuff – security, servers, control. This will be the big change over the next couple of years 
– the collision between the MySpace generation who don’t care about firewalls etc. and 
traditional IT needs and demands. Enterprise and social are coming together. Who will 
win out? Current IT providers – Microsoft, Oracle etc – or the social tools? The answer is 
probably somewhere in the middle.
Huddle is trying to get the best of both worlds. It wants students to have lots of great 
software and not to have to pay (much) but also wants them to do it securely and 
responsibly.
Huddle.net is a workspace application. Shared documents, working in projects, secure 
workspaces interconnected with the wider Huddle network that can also be used for 
social purposes. You can invite staff or students into huddles where everyone can see notes, 
timetables etc. Some will then need to set up their own huddles to continue work. A series 
of workspaces can be as locked down or as social as you want but each one has the tools 
needed to get things done – tasks, meetings, discussions. There is a wide range of activities 
available, and workspaces and widgets are shown on a dashboard.
Take the best of the old with the best of the new – don’t throw out the baby with the 
bathwater.
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Event Summary
Over 200 people attended the first FOTE conference, with close to 400 expressing interest. 
18% of attendees were at CEO or Director level and a further 40% were department heads 
or managers of departments. Interest even came from abroad with enquiries received from 
Australia and New Zealand. FOTE also generated interest in the commercial sector with 
attendees from Deloitte, KPMG, Fujitsu, HP, IBM and Microsoft, amongst others.
The visions shared by the FOTE speakers covered a wide range of possibilities for the 
future of technology in education, and much positive feedback was received from the 
attendees. 44% rated it as ‘Good’; 47% rated it ‘Excellent’. Comments from the ‘Excellent’ 
majority as to why they attended include:
“Wished to hear about new and emerging technologies relevant to education.”
“To keep abreast of new ideas and tech offerings and their applications to HE.”
“To clarify technological innovations applicable to education and to networks.”
“To understand what is out there that will affect the way we offer services to students 
and staff.”
“To get a practical current HE/FE perspective on the future of technology in education.”
“Bang on for my role – horizon scanning and advising on strategy development. Plus it 
was free!”
As food for thought for the future, one attendee pointed out that all the speakers were 
talking about existing products and services, and suggested it would be interesting to have 
an academic presenting the theory behind it all and what lies beyond – a presentation on 
the theory and the underlying structures that provides a framework for when technology 
should be used. Other suggestions were for the range of technologies described to be 
broadened beyond the web; for broadening the coverage to take into account schools and 
Adult Learning; and for more speakers from within HE showing the benefits they have 
gained from using this technology.
Whatever the content of the next FOTE meeting, we can be certain it will build upon the 
many strengths of this first one and continue to develop our understanding of and vision 
for the use of technology in education.
